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y b A -?SHX 0 ^ffi*IE8«Efls-C* o T . 
ES.rt.fclR, 

•rk^liii^yb*-^;:!!^-^ lESS&tt. 
^TLTfcD, mfEbT^y-AcOTny^.^ MfE'? 

<>y m.^& z t £iwiE3 ^b'i-^tcsi 
$ -£ § mim i f Eti^f E$*$ft-e£> t , 
mi et'x^y-A^ru^'? A<i . 

MIET^ 3y£^t-&fcWco#-y/U£MtE"7 -r y F 

a ^^oatj^je^l-c, mivn ywo-uzm 

9 #;t Gluten ^tra-^Kjec 

vpuzwul. 

h t # C -t^TM 3 yj&*SH"7M f-^«^S^5r^-f 
6, -t£MfE3yb A -^;:H£llfi$i±l>, ffi$£ 

lfssscoiES&m. 

miex? - y t u 

3 >- b i - ^ fcg?*E h rtfc m , 

r>r 7-£.&m-?T4 ?ytf\*imzm^ti& , y < y 

<I i: £ iffl2=i V I? * - * 3 •£ S b-f ^ y-A7 o 



&ayv*-?izmftz&&ffi$mim<D\z7 i *y- 
friers 3 ytastifciw>#-y^tiiEf of 
iMiE^-v^A^iufE^ * y K^rt^^ffl^eoja^ajtc 

{jA&t£k#£, ffiE^-y/1'SrHiHE^ -r y V*7<r>jm 
KW.MzfatfX&mZit&tii^tfX-ftZtlht. BBS: 
x?u-/U§-tM>. ^i:SrHulE3>-bi-^{c|g^»f 

C M*il 8 3 7° W OA7J L T , luf E*7 
■i yVVcr)-&*m^hi&mi£t. MIE^ yF*7 

ayt' JL -?izmizmifzit2>m$<m6EmcD by* y 

-A7D/7A. 

[it*ii9] frfET-ov^ft^-r^^to^-y^ 
£ 151 £-7 vb'^rt L . 

S k #tc. *<?rr<i 3 ytm-tTA ^A^^&^-r 

^i^H?flE3>b- J .-^t5g^^T$-y-^lf*3l6 
IE«C0b'TJry'-^7"D7'7A„ 
[|»*« 1 0 ] MIET^f 3 >^^-f€»^toC7)^-y 

^^SfrfE^ < ywftiz&Tjkt, 
buie* - y >i>mm l tzWimzm^ 1 , 

mm®Mt,z J: iXmStitzmilTJ ziytm-tTA 

Sr-tgL-cMs-rs. ztzmiz^yvx.-fizmizm 

tT§-ti:§lt*ii6lEmob'7-'^-y-A7'a2?'7A. 
[ff^il 1 1 3 br^-^-Acorn^^^ SrlEI^LTt 
3 y b ^ - ^ tm 0 ^rtg^lEI*^* k , 

mie3 ^bi-^^^$n^^a*i iiA'ATj^a 

k, 2:11i.?.by-'^y-i,^aT'S)oT. 

b?IE3 >-b A-^ti. mrlEIE^**^fjlEraj?'7A 

r-r T^SrSt-rr-f 3 >-^gpt^$a§ «7 ^ y y*> 

Zmtl^^^M-tlz^^ L . 

BulEA^lSa^cO- LT r 1^ ^ A7J $ix^ Hut ET-f 
3 >-ct)^«J^^J£^ LT , flff E>7 ^ y H >7 i^ThuIET 

[fit:£J»l 2 3 ^ta-i ATJ^SfcJ;^^ 

ssrfii^ h ^^■y-^mm.m\wnmx'h o t , 

H?fE*7K^S±{w^jK t , 
miA-ftmW.*jtLX 71/ ^ £> A73 $ix^l5IET-f 
3 y^ilj^tcjEE^ LT . milE^ > K^rtT-mfiET* 
^3>-2-ffl6$-^§, it^HtrfE3>'b J .-^^fi : S 

[%BJ^I¥ilffl^SiBJ3 
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[000 1] 

a i. xfzmmmm . & & # t by* y- w o y 5 

[0002] 

[^CDSffi] Ft PG (Role Playing Game: n-yPT 
W>yy-A) ^rt'fiOh'T'^y-A-Cti, m« 
-r^mM^ixXti K> . 7*W -V(4y-A<0jifr 

&^£i(c^L*£jlv>*f^rW^i£v\ 
[0003] ri/'(W'( fA5:»tl. (CTxff . 

•>20 0**UfUf«*Sil&. 7M fi-)< yK»72 

-y;U2 1 0 St»«pS*» maor-f-rA^Citf-yyp 
2 1 0 ££-*>-tbtf&. ^ffl^tf? y 2: Jf-TJl tie J: 
0. f«7^f xA 6 £ fc tfX'Z h . ^-f^H^ 

2 0 0 ftcotum.® 4 9 i>7M yA=g V x bcr>-%tf-g;\,> 
*7<{ VK^2 0 0P^(cg|jS$*VCV^:lv7MyA 

a-zl^-ScOT. Cl<?>4 ^SrTMyA^S:^ >-K>7 2 
0 0 ft S -it 6 - 1 ifiX' £ h . 
[0004] 

3&b-y*y-A-t-<4. r-Y -r Astftff-rs - 1 *>w 

S*l*ViT'f7 ! -A*fc*iT<4. i5fM07MyA£» 
fWSfcAfc:. 7l/^(i. -£07Mt-A=&£&L&# 

[0005] *H<03MHUL T-f -rASrSSk: 

«fM"& - 1 6 b'-r :*y-Agg;fc ZVZcofflffl 

[0006] 

[lSS£ft?St-fl>*:tf><0#©] ^f^difttf. r-fr 
[0007] iojj^'j^H^i^swiki: 



4 9. 71/^«. ->-fyh'7^Teil:7'ffi^I2 

r-Y7 i A<7)-jsL7^^tfi : v^-r<^ 

[0008] 

6 b'x^y-A^BcO^^Sr^-rya >v?mxfo 

h'f^t'-Agllll -flajtLT. b'f'4-y-A 
^ffi 1 2r$iJ13f-r 6$iJ»^a 2 . & 6tf£(H«ISS« 2 
«$*ufcA3JiSB *-f^,Y) 3fc4t>7i57J 

US . fl/t'^ 3 ^7M 6£flM.-Oi&. 

y-A$isn4. y- A<o&*fi3fiy- ^stgif&gy 

-?=5r fc'«7'-Af- * 5rS#-T 6 ^ * U ti- Y 5 £ jg 
[0009] Mff£X2i4. -O«03>ta-^t* 

s. *«fc*j^T*j»ss2tt, mmm^y-^mx-h 

[00 10] HltSi*3*i*J:3fc:. ©Iffli^S2tS. * 
<7MWL<7>— Mb L/C. ±mm^l l. RAM (Random A 
ccess Memory ; ^y^^-feX^tU ) 1 2 , -i 
-7X-YXSB1 3. ■9"'»'H«!a«14. 7771 y? 
9m&15^ CD-ROMh'7-fy'l 6. II>f 
x— X 17. HDD (Hard Disk Drive ; A-Hfu 
? Y?4 7) 1 8*J«fclXiit^O«rtS?**ffi5{c«Sl 
tSA'Xl 9£<fi.T^6. *3t. CD-ROMH7Y 

o ^ 5 A^>B^x- ^ . ^VHT-'-^^fc'SrfSlfi 
UfcfEli&ffc'C&SCD-ROM (Compact Disc Read 
Only Memory) 4 5r«iiafttCif«c-r2» CI i:*>"C'# 6 <t 

[0011] ±SiJtffl35 lift CPU (Central Proces 
sing Unit ; tp&mmm&S.) ROM (Read Only M 
emory; 'J — K*i"J— U ) ^^filx ^mSST'fe 
0. CPU(i. RAM 1 2 (i^Ct-j-CliROM) 

ffibZhtc7n77Mzm.->xmwmw2v>&m£fflm 

ROMCIi, M»M2c07-h7D/5A^O 

5 (Operating System) W<D^^7u^y A^'|B1t$ix 

(mzm^-f) zmtxtiKi. %£>&frt>mfe 

[00 12] RAMI 2(4. ±$iJffllSPl imCPUA<7 

o^5A$r^T-ri.fca6(^ffl-ri)±feit^STft o . 
c pufimir^&y'vvy^z^mft&tzMz&mt 

tchf-ftfmHZtih. RAM 12(4. 7n/5A^ 
[00 13] ^>-^-7x>fXgf51 3(4. A7l^S3*> 
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a." /ui 9tc«asn^4H» <±(c. ±swa5i i ) 

t ATJ^B 3 * {£* ^ U # - H 5 & <0 ^Wf- * $m 

[0 0 14] 4{i, y-ACOBGM 

(Back Ground Music) ^S^^fc'cO^T-^SrW 

SB14fcL ±#JtWSBl l*>£<7)lfH5-fcfi!V\ RAMI 2 
[0015] 4 -vfmmffll 5Ji. yU-M.^- y 

BfcU £*i.£ii}7JiSiE6fc:«*fr*-4. 
[00 16] CD-ROMK5-f/l 6«. EM&fcC 
J5CD-ROM4 CflHA £ ftfcr'- 9 £ Sfc^JRS SEK 

y~M.mm.nt. a«M2c, cd-r 

[0 0 1 7] V*7x— XI 7(i. *7h7-^ 

i o o±nimw.k<7>mx'&mT-93iimzft ov&cm 
mmzftomnx'h*). &mz®ixmm®&9 9% 

■ftLX*'yb r 7-910 0lzmWiZti&. fflM4>97 
I-X17B. W$mW2hmm*vhV-9\0 0iL 

Mf!-* >?7x-Xl 7i5it^ji®HIS9 9^tt^ 
$6<VWm*-v h*7-9 1 0 O^/br^vn-KSix^y 
-ArD^^AfcilA'T-^ti. HDD 1 8£tg#rf£ 

[0018] HDD18I1 1 1 COC PUW7 

HDD 1 8(C(i» fflfl-f ^7i-^l 7£fflwc 
y^vn- F LJttSfg^C D -ROM4 frhWftM^tz 
tfm%t\ m^^-9^y°u9y^WskthZ\t-h- 
X'tf h . 

[00 19] CD-ROM4(i, ^-AV^h^xTSr 
IftttLTV^S. :^'-Ay7h7x7d±. ifSTOSB 

- AT o 9*7 A fc J; IA'^S^t- * flT V> •?> . Z 

<r>?-j±7°u9?Mz\&^ ^mmmmiz i&&xmz ?- 

MimilzmftZ-£&Tv9'7MW-&£iXX^&. CD 
-ROM4t^8#iSil<:y-Ay7 h">i7»i, CD- 
ROMb'5^71 6*t&flsS-e*£l:tcJ: l 5R*JRS£ 

[0020]^, y-Aigai{i, y—i»V7h*>x. 

7*£ H D D 1 8 lzM&i-& Zki>X'£&. ZCOir-MV 



7h<)x7ll HDD 1 81C7V^ yXb-;ULT*-? 
TkiHU CD-ROM4K'fyxh-;l/L/; 1 ). 

±ii^j: 9 tii+v h?-? i o o±cr>mmmt^9 

[002 1 ] A7J3§B3(i. ^'-AtW-r 
Sr»Jffli^S2^A7J-r-S.Jta6(-ri^>f^c:«koTafP$ 
*i&IB»0«f^S:«it^4. A7D^S3{i, fifty* 

* { j*^$^?> fc . *co®ftmz& ttzm^m^z -i v9 
SRTti. -CTtLT, mmmy-Mmiz-Mmzim-t 

H3 0**A*§5«3 t LTffl*SilTV^4. 
[ 0 0 2 2 ] 02 ( a ) 3— ^>y H 3 0 £jjcn*B 
mX'h 0 , ( b ) t±, *-'N'-y H 3 0 fc^ffflaHt* 
6.02 (a) {^^tlSi^fc:. ^f-^>y H3 0tC 
U, ^ri"lf§*S:A7J-rS^^+^-3 l-«t», 

^*mwmw2\,zxtt&fzto<wm*- mt\f. 

OX9>32. &t$9 >33. D^V34, x-t'^V 
3 5. A9-h#9>36. ^9 bX9>42) tcE 

&mitmt Lxmft>tix^&. ttz. ^-,i<30 

02 (b) ^5tlSJ:p^. ^t7K«ffll 
fct>, «Bt<0»f^4f— (Rl^.y38. R2^V3 
9. Lld-*^>-4 0. L2^>4 1 ) tmimtLX 
mit>tlX^Z>. mt,z. df-yN°-y K3 0I1 A-(7l/- 
(Sib) «IE*#L-CV^. df_^-. y K 

3 o i4t- 9 * vm. l x a o , ummu 2 & t>m%.<nm 
mm^r^ii-tz tx-^-9-tmmL. h 3 0 

[0023] H5(i, 

a»tt. 4 >^-7x^^951 3^^-LT±$lJfflia51 1 
[0024] tii7JS«6i±. fflW2£S2*>^BWfifi-5| 

^^fi^-ts^v^Ty-ABffi^^L.. w^^t±57i 

fWfj/^V (TV) -fe-yhA^ 

■y Mi, a«**ffl«**BBS6 1 fcit/'^aiTJfflO 
XV-#6 2£mtX^&. fl^tygy-fevKl ^ 
57^ -y^^agPl 5*&tf5h*T*«#KJESLTB« 
*«^Bffi 6 1 ic^-tS bki>lz.W> FWSM 1 
4 4>W) >- Hfi^t^S LT^. f-^ 6 2 

i&mts£v%p&*mme>%ttkLxismt& . 

[ 0 0 2 5 3 1 1 ROMHttttStLt^S 

«2tsV7h'7xr j ^CD-ROMH7'f 7"1 6(Cj;o-C 
CD-ROM4*»^«*aiS<lT±««ffll HcfS^S 

mmth. mm. ^.mmti ui, cd-rom4*> 



!(5) 002-200337 (P2002-20YI8 



^77^ •y?7 f -**tt*tBl/C* r 5:7< >v?Wm 
1 5£<&MU /57< -y^^a^l 5 KMlc7)£j$;£ 

[0026] rMW^f xASr^ 

r-^MtKLXm^co^ifino Z b^W&KTJt? 

^H^**BB56 l±C:*t^§fl. T^f-ASra-fT-O 

>£<y < yY^nxyv-i^tf&Mzzmx^&zbx 

[0 0 2 7] ®3{±, ^I6WM6 l±fc**$ 
ft&y-ABM<7>0aj£* LTV ^2>. 7>ffA(?)WA» 

10 2 £#tf^-ABffi 1 0 0**?US$;h.S . T-f fA 

^^h-)io2W:ii *«*r^-rA*a-rr-<rj 

yi04~i06, t5ilfizti$><r>T4 avtrf^f S 
tztbc?>Xr—VJi>i l 0*^^$ti-i>. #-y;n 1 0 
fi. rW^a^f-^-y K3 0cO+^-3 1 ^7tr{i^' 
h^Xt-4./?37 £&f£ LT§iJfflI^S 2 fc»BW&*Sr 
i*S<I2:£J;9. 0<yV7 1 0 2 (*rCi£Ib 

[00 28] rw-Wi, #-y;n l o£#»$tt-T 
v^-fixj&^r-fny^— y;n i o ^f-^ 

•y H3 0<7)O^^>-3 2S:ifrt. +^-3 1i^ 
-V;H 1 Ofcfcfcfc^StfS 3tc=fi: 
io^£>gfft, ^^y^i 0 2i*)fc:gatfu>. 

[0 0 29] Lfc#-?T. TW-V{±. 7^ffA»7^ 
H 7 1 0 2 rtT7 ^ f A(7)7-Y 3 y 5r I iCif L , 7* 

104*7-f>'K71 0 2|*I<07x±fc*i:A6TiaSL. 
SK&TM fA105 Sr*±(;iESL. $>£ OSST* 

[0 0 3 0] 04 (C^$fi^> J; -5 (C, |5|3<73Bffil 0 0 
4HB^H««rirf ■&7M'7 S -A'? -f y^7iSi 
$2 1 2<7)4-ft<7)lX'$>&. 7^3y|l T-f-fA^-f 

vK7io 2ftnm®co?i?mmzm^mm6±.izm^ 
mi o 3 kWJzzt iz-tz. 

[003 1] TU-^-Vtl, T'f-fA'^-f VK<71 0 2<0 



*«^a57>* i ^-r.i»7j(fi]iciii]* i -5T*-y;n ioj 

mhZitWUl&ZklzXK). MM 1 0 OSrX^o— 
■friii;**^**. Witf. *-y;H 10S:t(:fi 
S-fr&fc. H5(z^$ii«J: o (c. *-y;Hl0(i7 

^ 3 ym^mm 103 to*s8(ci'ja^-s . i cot & , # 

-y;n l 0£^fofc^§#4tf4WWW&M2fc: 
A7J$ix&£:. H6ic$$ii«J: 3K, Bffil OOltt 

y;H 1 0Sr»»S«Sifcfc:j: 9B®1 0 0^n 

[0032] :*3Qt»!BTtt» 0 7 fc^ftl. J: o %ffi 

&g$£-»M XOT'f 4 > FVtf&HZtlXm b 
# tC^f-y N' -y V 3 0 W-fe U ^ b y 4 2 3&«ff § ti& 
b. fA7 -f y Y*7 1 0 2**^h$ix, Zcr&fctf 
lWmzi&£&J:ol l zm^ZixZ>. ZtilzJ:*)^ y°]s A 
-Vtt, «7-f 2 Ort^TiOT'f^ASrraSI-rS 

£ t S „ t> a — iffi-fe 1^ J? h yA2 tmZtlh 

b. mm*Mx<?>T4f-j**7 4 ywi 02i,zm&. z 

wide ^VYXfy^^Wt zbizX"). 
fA7^H7102 W^^J^SrlRJp*- H b M'bt 
— Hi: <0BlTW5#i S £ t & . 
[0033] H7(C^Sixl. J; d fettkMBi*'?!!. T-f 

LfrLft&h. 7-ffA7^K7102^ 

±^rwi, ^-y;n i o^fi^-rsr-ff ^^i 

3 0im^^ti.h<^X. 7l/^tl«WIS;i:t:J: 

[0034] iJcC, 082r#BS.LT. y-A^a^A 
«0»f+tRAM 1 2rttRJt4>#lftiB«««Sr»B#r 

Sl2a, Mft-r-^SEtMW* 1.2 b, T^f 3 >{5gIB 
tt^S 12c. fc J:lX^-y/l^SIB««^ 1 2 d*i|5 
tfhtlh* ZCDIZAHZ, RAMI 2(C{i, Ta/'^AcO 

[0035] 7o^5 AGttfRtt 1 2 att, t'-A7n 
?7A2rf§i&*rf H^7-"-^IB1fMiSl 2b(l To 

B^r-^ * fS*W-S . ro^ '? Aafttfttt 1 2 afc J: 

r/mmf-^immm 1 2 btctsirts<x*rn^5Atj 

J:l>'B®T r -^(i. i<o*0«k:«oTCD- 
71 6tJ: t 5CD-ROM4*^IS^ttS$ 
tl* RAM 1 2(C|gj*§ixS. 
[0036] M»r-*iBtt«Wl 2 bCli. T^ffA 

«oM*!t€y>5r>f 3 yBM^-^s-ffiig-r-!.^^! 

iSl 2 b lfcil^T^^A,^^ VH»7§rjeB-r.i.JtWC; 
1$ffl$il-?>'7^>'K'7T r -i5'&ie'tii--l>^tfOffilil 2 
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mZ'te. 3>WMT-?t5£Tf7 4 V Wf-9 
(±. CD-ROM4a»6a*tB3*U ieitM«{12bl 
i> i l 2 b 2 tc ZixZftMM $ ti h . 

[oo37]r-f3 y<&«iett»« 1 2 c u, ?m 
jmircmhtt. #-y/M&«iE«««i2dUL r 

[0039] jHTTtt. ^mmmBiz&vh try^ry- 
A^j&sfcT— *ti» *yi<oj»tf«eatfc:j6tTiRaccD 

-ROM4^A>Is!^ai$ixTRAMl 2 (C!j£i£$;ft.& 

IXTOmWX'li. CD-ROM4A^<7)K^fcBU 
RAM 1 2^cOteM : 5:if(c-3V^Tc7)Pffl=5riKBJ$:«B&t- 

[oo4o]Ea9-Hi2w, xmmmim & t'f^ 

o^iii. cd- rom4 izsm^titiy-^-ro^^ 
j*zfflwmw:2&m?t-r&ztt,zj;*)mffizti?>. mm 
mm 2 i/Zjf-A.yuy^A.tfimztit: cd-rom4 

SrHr>y b-f&t. ilftoy-AfcRSMc, 
B (^-^-on'^-i: ) com^F, ^W-KS^fi 
•y?, ;M WHiBoSl^ f-y<oo-K, y— AI 
ffl05*^£^^*ft^fr*>;h.4 (Xfy/SlO 
2) . a*. t'-Aiffidi, TW-V^^^flU 

tC. CD-ROM4*»fe±Jfi<or'f3VH«7 f -^J3J: 

t/'^ j yv^T-fifmnMhii, RAM 1 2<OfeHfg 
isS 1 2 b lfcitfl 2b2te**vf'*l*8tt$*L£. * 

fc. Hirmcoy-Ay-^ffi^^Kii^ii^T^^A^ 

5ft>6M»Ul6;h., RAM 1 2<7)SE'lt««l 2 c tlfflft 

XJiZWh (xy-yrsio4) . A^a^^te (x 

f 7/S104 : NCVl^-h) rW+*>(j(7)A 
(Xf'/rS 1 0 4 : YES;U-h) . *tf>A*£>*8* 

*»3&*WBff$ix& (xy-y7°s 10 6). ri/^t*^?) 

7JJ«» RAMI 2tf§*rt£ixSOT\ •t<OiE«F*iSS' 
?M fA^ -r y K ^<0SijS#«&Bfc:$r6 <y)»i\ Wi.tf , 

y u 4 wru * ? ? 9 corner jt-^z m&t 



[0042] '/«^M>IT5: V> fc 

ji&f&stfftbti (xf77sio8), -e^, y- 
o) . mjeoy-A*Taa**»»fc$*i&*£- (xy-y 

7S110: YES^— M (i. T— ?00— K, ;5M 

*>ix& (xy-yrsi l 2) . y-JU|^T^*Wv:$ 
ft&V (^f77Sl 10 : NO/l'-h) ti, Xf 
vrs 1 0 4fc*GSj&«Si»), SV7*l^f^r36»fe<07Jj3& t 

[0043]T-(fA')^ K^«>*ijjWs&H-CA4 t 
«Sr£ ft (Xf77S 10 6: YES/V-M 
te, aj^S6<7)liB6 1 IZT4 fA-) -f y h'>7#*Un 
£*tl> (Xf77S 114). 

tt. 7M T-ACOT^ ny&XTfll—VlVhWMIitlh. 

f 77S 1 14TIJ. 7M 3yH<&r-:?i3«J:tf'?<f y 
K^f-^^RAM 1 2«0iaigfS^l 2 b 1 jSitf 1 2 
b 2*^^^'^^BX4>iX, y^7-f •y^^IgPl 5 
tUS&SilS. T-f 3^tiffii*«7-f ayfi 

WE«««1 2c*>^R*K4,n. /57< -y^SliagB 
1 5(ce3l$ix-i.. y^rM -y^JOSaPl 5ti. 

£&jjmw6 uzmm-tz. mnmms^ zw?* 
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Summary 



(57) [Abstract] 

[Technical problem] A player offers the video game which can operate an item easily. 
[Means for Solution] When according to this invention the possible window 102 of 
arranging the icons 104-106 showing an item inside is displayed on display and the 
move instruction of an icon is inputted, according to the move instruction, an icon is 
moved in a window. In a window, a player can arrange an item freely, and can classify 
and arrange an item. Therefore, a player can operate discovering easily and buying it, 
selling, throwing away the target item, etc. 
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CLAIMS 



[Claim(s)] 

[Claim 1] It is the record medium which makes the aforementioned computer 
perform what the window where the icon which expresses an item when it is the 
record medium which recorded the program of video game, and in which computer 
read is possible and the program of the aforementioned video game is read by the 
computer is displayed on the interior is displayed, the move instruction of the 
aforementioned icon inputted from the player is answered, and the aforementioned 
icon is moved for in the aforementioned window. 

[Claim 2] The aforementioned window has an area larger than a screen, the program 
of the aforementioned video game It is the record medium according to claim 1 



2002-200337 



4 



which makes the aforementioned computer perform displaying a part of 
aforementioned window, the program of the aforementioned video game When the 
cursor for directing the aforementioned icon is displayed in the aforementioned 
window and the aforementioned cursor is located in the periphery section of the 
viewing area in the aforementioned window The record medium according to claim 1 
which makes the aforementioned computer perform further what is made to scroll a 
screen when the instruction which turns and moves the aforementioned cursor to a 
part for the non-display of the aforementioned window is inputted. 
[Claim 3] The program of the aforementioned video game is a record medium 
according to claim 1 which an input is answered [ record medium ] from a player and 
makes the aforementioned computer perform further changing the display format 
which displays a part of aforementioned window, and the display format which 
displays all of the aforementioned windows. 

[Claim 4] The program of the aforementioned video game is a record medium 
according to claim 1 which makes the aforementioned computer perform further 
what the name of the item which the icon expresses is displayed for when the 
cursor for directing the aforementioned icon is displayed in the aforementioned 
window and the aforementioned cursor is located in a predetermined distance from 
the aforementioned icon. 

[Claim 5] The program of the aforementioned video game is a record medium 
according to claim 1 which makes the aforementioned computer perform further 
what the cursor for directing the aforementioned icon is displayed in the 
aforementioned window, tracing which the aforementioned cursor moved is displayed, 
and the item which the aforementioned icon surrounded by the aforementioned 
tracing expresses is collectively processed for. 

[Claim 6] The video game program which it is [ program ] the program of video game 
and makes the aforementioned computer perform what the icon showing an item 
displays the window displayed on the interior, answers the move instruction of the 
aforementioned icon inputted from the player, and moves the aforementioned icon 
for in the aforementioned window when read by the computer. 
[Claim 7] It is the video game program according to claim 6 which makes the 
aforementioned computer perform that the aforementioned window has latus area 
rather than the screen, and displays a part of aforementioned window. When the 
cursor for directing the aforementioned icon is displayed in the aforementioned 
window and the aforementioned cursor is located in the periphery section of the 
viewing area in the aforementioned window The video game program according to 
claim 6 which makes the aforementioned computer perform further what is made to 
scroll a screen when the instruction which turns and moves the aforementioned 
cursor to a part for the non-display of the aforementioned window is inputted. 
[Claim 8] The video game program according to claim 6 which makes the 
aforementioned computer perform further answering an input from a player and 
changing the display format which displays a part of aforementioned window, and the 
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display format which displays all of the aforementioned windows. 
[Claim 9] The video game program according to claim 6 which makes the 
aforementioned computer perform further what the name of the item which the icon 
expresses is displayed for when the cursor for directing the aforementioned icon is 
displayed in the aforementioned window and the aforementioned cursor is located in 
a predetermined distance from the aforementioned icon. 
[Claim 10] The video game program according to claim 6 which makes the 
aforementioned computer perform further what the cursor for directing the 
aforementioned icon is displayed in the aforementioned window, tracing which the 
aforementioned cursor moved is displayed, and the item which the aforementioned 
icon surrounded by the aforementioned tracing expresses is collectively processed 
for. 

[Claim 11] It is video-game equipment which is video-game equipment characterized 
by to provide the following, and performs in what the icon which expresses an item 
when the aforementioned computer reads the aforementioned program in the 
aforementioned record medium displays the window displayed on the interior on the 
aforementioned display, it answers to the move instruction of the aforementioned 
icon inputted from a player through the aforementioned input unit, and the 
aforementioned icon moves for in the aforementioned window. The record medium 
which recorded the program of video game and in which computer read is possible 
The display and the input unit which were connected to the computer which reads 
and executes the aforementioned program from the aforementioned record medium, 
and the aforementioned computer 

[Claim 12] The control method of video-game equipment of being the control 
method of video-game equipment equipped with a computer, an input unit, and 
display, and making the aforementioned computer performing what the icon showing 
an item displays the window displayed on the interior on the aforementioned display, 
answers the move instruction of the aforementioned icon inputted from the player 
through the aforementioned input unit, and moves the aforementioned icon for in the 
aforementioned window. 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention relates to the video 
game by which various items were especially prepared for video game equipment and 
its control method, and the row about the record medium which recorded the 
program and its program of video game, and in which computer read is possible. 
[0002] 

[Description of the Prior Art] In video game, such as RPG (Role Playing Game : role 
playing game), various items are usually prepared and a player will discover those 
items gradually with advance of a game. Exchanging for the player of others [ **** / 
collecting those items ] also has many players which find out pleasure. 
[0003] In order that a player may operate an item (for example, it buys, sells, throws 
away and exchanges), in the conventional video game, the item window 200 as 
shown in drawing 14 is often displayed. In the item window 200, an item name 
arranges perpendicularly and is displayed. After a player moves cursor 210 along 
with the length of such an item name list and doubles cursor 210 with a desired item 
name, it can operate the item by pushing the button for determination. When the 
item name list is longer than the viewing area in a window 200, the item name which 
is not displayed in the window 200 also exists. In this case, if it continues moving 
cursor 210 to a top or the bottom, since the screen in a window 200 will scroll, such 
an item name can be displayed in a window 200. 
[0004] 

[Problem(s) to be Solved by the Invention] However, in such video game, it is not 
necessarily easy to operate an item. If the number of items increases, an item name 
list will become long and the item name's which is not displayed in an item window 
will increase. In order to operate a desired item, a player must move cursor over a 
long distance, looking for the item name. Since such a cursor advance will be 
repeatedly repeated when operating two or more items, huge time may be spent on 
operation of an item. 

[0005] Then, this invention makes it a technical problem to offer the record medium 
which recorded the program and its program of video game on the video game 
equipment which can operate an item easily and its control method, and the row and 
in which computer read is possible. 
[0006] 

[Means for Solving the Problem] According to this invention, the window where the 
icon showing an item is displayed on the interior is displayed. An icon answers the 
move instruction inputted from the player, and is moved in a window. 
[0007] By displaying such a window, in a window, a player can arrange an item freely, 
and can classify and arrange an item. Thereby, a player can discover the target item 
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easily and becomes easy to perform operation which the item bundled up. 
[0008] 

[Embodiments of the Invention] Hereafter, it explains, referring to the drawing of 
appending of the operation form of this invention. Drawing 1 is the block diagram 
showing the whole video game equipment composition concerning this operation 
form. Video game equipment 1 is equipped with the control unit 2 which controls 
video game equipment 1, the input unit (for example, keypad) 3 connected to the 
control unit 2 at the row, and the output unit (for example, television set) 6 as an 
example. Game equipment 1 is further equipped with the memory card 5 which saves 
game data, such as progress data of a game, and environmental setting data. 
[0009] A control unit 2 is one computer. In this example, a control unit 2 is a game 
machine for home use. However, it is not necessarily limited to this. 
[0010] As shown in drawing 1 , the control unit 2 is equipped with the bus 19 which 
connects the main-control section 11, RAM (Random Access Memory; RAM)12, the 
interface section 13, the sound processing section 14, the graphic operation section 
15, CD-ROM drive 16, a communication interface 17, HDD (Hard Disk Drive; hard 
disk drive)18, and these components mutually as an example of the composition. 
Moreover, CD-ROM drive 16 is constituted so that it can carry free [ attachment 
and detachment of CD-ROM (Compact Disc Read Only Memory )4 which is the 
record medium which stored the program for realizing processing about the game 
mentioned later, image data sound data, etc. ]. 

[001 1] The main-control section 1 1 is a circuit equipped with CPU (Central 
Processing Unit; arithmetic and program control), ROM (Read Only Memory; read- 
only memory), etc., and CPU controls each part of a control unit 2 according to the 
program stored in RAM 12 (it is ROM depending on the case). Basic programs, - such 
as a boot program of a control unit 2 and OS (Operating System), are memorized by 
ROM. Moreover, this main-control section 1 1 is equipped with VCO or the timer 
counter (not shown [ both ]), generates a clock signal based on the timing signal 
outputted for every predetermined period from VCO, and clocks time by carrying out 
counting of this clock signal by the timer counter. 

[0012] RAMI 2 is main storage used in order that CPU of the main-control section 
1 1 may perform a program, and the data which are needed for the program which 
CPU performs, or its execution are stored. RAMI 2 is used also as a work area at 
the time of program execution. 

[0013] The interface section 13 is constituted so that it can connect free 
[ attachment and detachment of an input unit 3 and memory card 5 ]. This interface 
section 1 3 controls the data transfer between each part (mainly main-control 
section 1 1) and the input unit 3 which were connected to the bus 19, or memory 
card 5. 

[0014] The sound processing section 14 is a circuit which performs processing for 
reproducing voice data, such as BGM (Back Ground Music) of a game, and a sound 
effect. This sound processing section 14 generates a sound signal based on the data 
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memorized by RAMI 2 according to the instruction from the main-control section 11, 
and supplies this to an output unit 6. 

[0015] The graphic operation section 15 is equipped with a frame buffer (not shown), 
and draws the picture according to the instruction from the main-control section 1 1 
on a frame buffer. Moreover, the graphic operation section 15 adds a predetermined 
synchronizing signal to the image data drawn by the frame buffer, generates a video 
signal, and supplies this to an output unit 6. 

[0016] CD-ROM drive 16 is a reader which reads the data stored in CD-ROM4 
.which is a record medium. Game equipment 1 realizes control about the game 
mentioned later by performing control according to the game program recorded on 
the control unit 2 by CD-ROM4. 

[0017] A communication interface 17 is a circuit which performs communications 
control at the time of performing the various data exchanges among the other 
equipments on a network 1 00, and is connected to a network 1 00 through a 
communication line 99 if needed. A communication interface 1 7 controls transfer of 
the information between a control unit 2 and a communication network 100 (a 
program and data). The game program and data which were downloaded from the 
external communication network 100 through the communication interface 17 and 
the communication line 99 are storable in HDD18. 

[0018] HDD18 is auxiliary memory used in order that CPU of the main-control 
section 1 1 may perform a program. Various data and programs, such as information 
downloaded using the communication interface 17 and information read in CD-ROM4, 
are storable in HDD18: 

[001 9] CD-ROM4 stores game software wear. The game program and the required 
data which make processing required for execution of a computer game perform in 
the main-control section are contained in this game software wear. The program 
which makes game equipment 1 perform the method concerning this operation form 
is included in this game program. The game software wear stored in CD-ROM4 can 
be read by operating CD-ROM drive 16. 

[0020] In addition, game equipment 1 can also memorize game software wear to 
HDD18. This game software wear may be pre-installed in HDD18, and it can install 
from CD-ROM4, or it can also be downloaded from the other equipments on a 
communication network 100 as mentioned above. 

[0021] The input unit 3 is equipped with two or more operation implements operated 
by the player in order to input various directions about a game into a control unit 2. 
An input unit 3 will send the command signal according to the operation implement 
to a control unit 2 through the interface section 1 3, if an operation implement is 
operated. With this operation form, the keypad 30 which is generally attached in a 
home video game machine as an example is prepared as an input unit 3. 
[0022] Drawing 2 (a) is the plan showing a keypad 30, and (b) is the rear view 
showing a keypad 30. As shown in drawing 2 (a), the cross-joint key 31 for inputting 
direction directions, the operation key (for example, the O button 32, the ** button 
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33, the ** button 34, the x button 35, a start button 36, a select button 42) for 
inputting various kinds of instructions into a control unit 2, etc. are prepared in the 
keypad 30 as an operation implement. Moreover, the joy stick 37 is also formed in 
the keypad 30 as an operation implement. As shown in drawing 2 (b), two or more 
operation keys (R1 button 38, R2 button 39, L1 button 40, L2 button 41) are 
prepared also in the tooth back of a keypad as an operation implement. Furthermore, 
the keypad 30 has the vibration (vibration) function. That is, the motor can be built 
in, a motor can operate by receiving a predetermined control signal from a control 
unit 2, and, on the whole, a keypad 30 can vibrate a keypad 30 now. 
[0023] Memory card 5 is auxiliary memory which consists of flash memories, is 
controlled by the control unit 2, and memorizes game data. The main-control section 
1 1 controls the writing of the data to memory card 5, and the read in of the data 
from memory card 5 through the interface section 13. 

[0024] An output unit 6 displays a game picture based on the video signal and sound 
signal from a control unit 2, and outputs voice. With this operation form, the 
television (TV) set is prepared as an output unit 6. This television set is equipped 
with the display screen 61 for image display, and the loudspeaker 62 for voice 
outputs. A television set answers a sound signal from the sound processing section 
14, and outputs voice from a loudspeaker 62 while it answers a video signal from the 
graphic operation section 15 and displays a picture on the display screen 61. 
Therefore, a television set functions as both sides of display and an audio output 
device. 

[0025] The main-control section 1 1 controls operation of a control unit 2 by basic 
software and CD-ROM drive 16 which are stored in ROM based on the game 
software wear which is read from CD-ROM4 and stored in the main-control section 
1 1. For example, the main-control section 1 1 reads graphical data from CD-ROM4, 
transmits it to the graphic operation section 15, and directs generation of a picture 
in the graphic operation section 15. Answering these directions, the graphic 
operation section 15 generates a video signal using graphical data. This video signal 
is sent to an output unit 6. Thereby, a picture is displayed on the display screen of 
an output unit 6. 

[0026] This operation gestalt displays the possible video game of exchanging for 
other players which sell an item, to buy and to throw away etc. choosing an item, 
and a player performing predetermined operation on Screen 61 of display 6. The 
feature of this operation gestalt is that a player can move freely the icon which an 
item window is displayed on Screen 61 when operation of an item is required, and 
expresses an item in a window. Below, this focus is explained, referring to drawing 3 
- drawing 6 . 

[0027] Drawing 3 shows the example of the game screen displayed on Screen 61 of 
display 6. When operation of an item is required, as shown in drawing 3 , the game 
screen 100 including the item window 102 is displayed. In the item window 102, the 
cursor 1 10 for directing the icons 104-106 showing various items and these icons is 
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displayed. Cursor 1 10 can be moved in a window 102, when a player operates the 
cross-joint key 31 or joy stick 37 of a keypad 30 and sends a move instruction to a 
control unit 2. 

[0028] If the player is moving cursor 110, shifts, and doubles cursor 1 10 with that 
icon and the O button 32 of a keypad 30 is pushed, it can move the icon with cursor 
1 10 by operation of the cross-joint key 31 or a joy stick 37. If O button is pushed 
once again, an icon will separate from cursor 1 10 and will be placed into a window 
102. 

[0029] Therefore, a player can arrange the icon of an item freely in the item window 
1 02, and can arrange an item. For example, as shown in drawing 3 , the usage of a 
player character arranging collectively the item 104 used usually at the upper left in 
a window 102, arranging the important item 105 at the upper right, and arranging 
collectively the item which is not not much important at the lower right can be 
considered. Thereby, if a player memorizes roughly the arrangement place on which 
he decided, is clear and is, it can discover the target item easily. 
[0030] As shown in drawing 4 , Screen 100 of drawing 3 is a quadrant of the item 
window display field 212 which has the area for four screens. An icon is displayed on 
the field actually displayed on display 6 among the fields in the item window 102. 
This field is made to call it the icon viewing area 103. 

[0031] A player can make Screen 100 scroll by continuing moving cursor 1 10 toward 
the direction where the amount of [ of the item window 102 ] non-display exists. For 
example, if cursor 1 10 is moved to the right, as shown in drawing 5 , cursor 110 will 
arrive at the right end of the icon viewing area 103. If the instruction to which cursor 
110 is moved rightward is inputted into a control unit 2 at this time, as shown in 
drawing 6 , Screen 1 00 will scroll rightward. Thus, a player can display the icon of 
the item which was made to scroll Screen 100 and had not been displayed by moving 
cursor 110. 

[0032] With this operation form, reduced-display mode as shown in drawing 7 is also 
prepared. That is, if the select button 42 of a keypad 30 is pushed when the item 
window of standard size like drawing 3 is displayed, the item window 102 will be 
reduced and it will be displayed that the whole is settled in one screen. Thereby, a 
player can peruse all the items in a window 120. If a select button 42 is pushed once 
again, it will return to the item window 102 of standard size. Thus, the display format 
of the item window 102 can be changed between a canonical mode and reduction 
mode by pushing a select button 42. 

[0033] In a reduced display as shown in drawing 7 , since the reduced display also of 
the icon in the item window 102 is carried out, it becomes difficult to distinguish an 
item from the pattern of an icon. However, since the name 1 30 of the item which 
cursor 1 10 directs is displayed on the upper right direction of the item window 102, 
when a player looks at it, the item can know something. 

[0034] Next, with reference to drawing 8 , the storage region prepared in RAM 12 
into game program execution is explained. Like illustration, program storage area 1 2a, 
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image data storage region 12b P icon position-memory field 12c, and 12d of cursor 
location storage regions are prepared in RAMI 2. In addition, the work area (not 
shown) which stores in RAMI 2 the various data generated in program execution is 
also prepared. 

[0035] Program storage area 12a stores a game program. Image data storage region 
1 2b stores image data, such as a game character which is needed for program 
execution, and a background. The program and image data which are stored in 
program storage area 12a and image data storage region 12b are read from CD- 
ROMA by CD-ROM drive 16 according to control of the main-control section 11, and 
are transmitted to RAM! 2. 

[0036] The field 1 2b2 for memorizing the window data used in order to draw the field 
12b1 and item window for memorizing the icon image data which defines the pattern 
of an item is included in image data storage region 12b. The image data of the cursor 
displayed in a window is also contained in window data. In this example, icon image 
data and window data are read from CD-ROM4, and are transmitted to a storage 
region 12b1 and 12b2, respectively. 

[0037] Icon position-memory field 12c matches and stores the position data of the 
icon in an item window in each icon. 12d of cursor location storage regions stores 
the position data of the cursor in an item window. 

[0038] In addition, the data of the above-mentioned various kinds [ program / game 
/ and ] are also storable in a hard disk drive 18. 

[0039] Below, the control procedure of the video game equipment 1 in this operation 
form is explained. In addition, although a game program and required data are read 
from CD-ROM4 one by one according to the advance situation of processing and it 
is transmitted to RAMI 2, in the following explanation, the detailed explanation about 
read-out from CD-ROM4, the transfer to RAMI 2, etc. may be omitted. 
[0040] Drawing 9 - drawing 12 are flow chairts which show control processing of the 
video game equipment concerning this operation form. This processing is carried out 
when a control unit 2 performs the game program memorized by CD-ROM4. A set of 
CD-ROM4 by which the game program was recorded on the control unit 2 first 
performs primitive operation including the display of initial screens (maker LOGO 
etc.), the check of memory card 5, the display of a title screen, loading of data, the 
display of a game screen, etc. like the usual game (Step S102). Usually, a player 
character and other objects (for example, a non player character, a natural object, 
an artifact, a background) are displayed on a game screen. In this primitive operation, 
above-mentioned icon image data and above-mentioned window data are read in 
CD-ROM4, and it is stored the storage region 12b1 of RAMI 2, and 12b2, 
respectively. Moreover, the icon position data in the item window memorized at the 
time of the last game data preservation are read in memory card 5, and are stored in 
storage region 12c of RAMI 2. 

[0041] Next, when there are not waiting (Step S104) and an input about the input 
from the player through the input unit 3 (step S104:NO root), the input standby from 
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a player is continued. When there is an input from a player (step S104:YES root), it 
is judged according to the result of the input whether an item window needs to be 
displayed (Step S106). Since the input from a player is stored in RAMI 2, it can make 
the above-mentioned judgment by referring to the contents of storage. It is the time 
of a player perusing the possession item of a player character, a time of a player 
character visiting the shop on a game, and a time of a player exchanging items 
among other players that the display of an item window is needed. 
[0042] When-it is judged that an item window does not need to be displayed (step 
S106:NO root), required processing is performed (Step S108) and it is judged 
whether a game should be ended after that (Step S110). When predetermined game 
end conditions are fulfilled (step S1 10:YES root), end processing including general 
processing of loading of data, a display of a title screen, etc. is performed (Step 
S112). When game end conditions are not fulfilled (step S1 10:NO root), processing 
returns to Step S104 and it waits for the input from a player again. 
[0043] When it is judged that an item window needs to be displayed (step S106:YES 
root), an item window is displayed on Screen 61 of an output unit 6 (Step S1 14). The 
icon and cursor of an item are also arranged in an item window. Cursor is displayed 
on the initial valve position defined beforehand. At Step S114, icon image data and 
window data are read in the storage region 12b1 of RAMI 2, and 12b2, respectively, 
and are transmitted to the graphic operation section 1 5. Moreover, the positional 
information of an icon is read in icon position-memory field 1 2c, and is transmitted 
to the graphic operation section 15. The graphic operation section 15 generates a 
video signal using these transmitted data, and sends it out to an output unit 61. An 
output unit 6 displays the item window ( drawing 3 ) containing the icon arranged at 
the position on Screen 61 using this video signal. 

[0044] After the display of an item window is completed, it waits for the input from a 
player (Step S116). When there is no input (step S1 16:NO root), the input standby 
from a player is continued. When there is an input from a player (step S1 16:YES 
root), it is judged whether it is the push down of the select button 42 of a keypad 30 
(Step S1 18). When it is judged that it is the push down of a select button 42 (step 
S118:YES root), a display format is changed between a canonical mode and 
reduction mode (Step S120). After the change of a display format is completed, 
processing returns to Step S116 and it waits for the input from a player again. 
[0045] On the other hand, when it is judged that it is not the push down of a select 
button 42 (step S1 18:NO root), it is judged whether move information was inputted 
through the cross-joint key 31 or joy stick 37 of a keypad 30 (Step S1 22). When it is 
judged that it is the input of move information (step S122:YES root), it is judged 
whether scrolling of a screen is required (Step S124). 

[0046] If the move information on the direction where the amount of [ of a window ] 
non-display exists is inputted when cursor is located in the periphery of an icon 
viewing area (i.e., when the frame of a window is adjoined or it is located in the edge 
of a screen) as mentioned above, it will be judged that scrolling is required (step 
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S124:YES root). In this case, processing which makes a screen scroll in the 
movement magnitude and the move direction which were inputted is performed 
(Step S126). Then, processing returns to Step S1 16 and it waits for the input from a 
player again. 

[0047] When it is judged that scrolling is not required (step S124:NO root), cursor is 
moved in the movement magnitude and the move direction which were inputted on a 
screen (Step S128). The cursor location after movement is stored in storage region 
12e of RAMI 2, and, thereby, cursor location data are updated (Step S126). Then, 
processing returns to Step S1 16 and it waits for the input from a player again. On 
the other hand, when the input from a player is judged not to be the input of move 
information at Step S122 (step S122:NO root), it is judged whether the input was the 
push down of the O button 32 (Step S132). 

[0048] When the input from a player is judged not to be the push down of the O 
button 32 (step S1 32: NO root), it is judged whether the input was the push down of 
the ** button 33 (Step S134). When it is judged that it is the push down of the ** 
button 33 (step S134:YES root), an item window is eliminated from on a screen 
(S136). Thus, with this operation gestalt, when a player pushes the ** button 33, an 
item window is eliminable. Then, processing returns to Step S104 and it waits for the 
input from a player again. When the input from a player is judged not to be the push 
down of the ** button 33 (step S134:NO root), after required processing according 
to the input from a player is performed (Step S138), processing returns to Step 
S1 16 and it waits for the input from a player again. 

[0049] When it is judged that the O button 32 was pushed at Step S132 (step 
S132:YES root), icon move processing is performed (Step S140). Drawing 12 is a 
flow chart which shows icon move processing. In this processing, it is judged first 
whether cursor is pointing to one of icons (Step S142). This is judged by 
investigating whether with reference to the icon position data and cursor location 
data which were stored in RAM 12, the icon located in a predetermined distance from 
cursor exists. In addition, when two or more icons located in a predetermined 
distance exist, it is judged as the thing indicating the icon with the nearest distance. 
[0050] When it is judged that the icon which cursor directs does not exist (step 
S142:N0 root), Icon move processing is ended. When it is judged that the icon which 
cursor directs exists on the other hand (step S142:YES root), it waits for the further 
input from a player (Step S144). 

[0051] When there is no input from a player (step S144:NO root), the input standby 
from a player is continued. When there is an input from a player (step S144:YES 
root), it is judged whether it is the input of move information (Step S146). When it is 
judged that it is the input of move information (step S146:YES root), the icon which 
cursor directs is moved in the movement magnitude and the move direction which 
were inputted on a screen (Step S148). The icon position after movement is stored 
in 12d of storage regions of RAMI 2. Thereby, the position data of an icon which 
moved are updated (Step S150). Then, processing returns to Step S144 and it waits 
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for the input from a player again. 

[0052] On the other hand, when it is judged that move information was not inputted 
(step S146:NO root), it is judged whether the input from a player was the push down 
of O button (Step S152). O When it is judged that it is not the push down of a 
button (step S152:NO root), processing returns to Step S144 and it waits for the 
input from a player again. O When it is judged that the button was pushed (step 
S152:YES root), end icon move processing. After icon move processing is completed, 
processing returns to Step S1 16 and it waits for the input from a player again. 
[0053] Thus, by doubling cursor with an icon and pushing O button, a player can 
make an icon movable and can cancel specification of the icon which can move by 
pushing O button once again. 

[0054] According to this operation form, in an item window, a player can arrange an 
item freely and can arrange it. Therefore, when a player classifies an item and 
divides and arranges an item to the field to which it differs in an item window 
according to the classification, it becomes easy to look for a desired item. 
[0055] In order to make operation of an item still easier, the mode of operation as 
which the move locus of cursor is displayed may be prepared. For example, when the 
item window is displayed and the ** button 34 is pushed, it changes from the normal 
mode to line mode, and is made to perform drawing the line in alignment with the 
move locus of cursor by moving cursor. If you can operate collectively the icon 
surrounded by this line, it is convenient for a player. 

[0056] Drawing 1 3 shows the item window in line mode. As shown in drawing 1 3 , by 
moving cursor 1 10, a player can draw a line 114 and can surround an icon 116. For 
example, when selling an item, the item which the icon 116 surrounded by the line 
114 expresses can be collectively sold by pushing the O button 32. Thus, if line 
mode is prepared, since two or more items can be operated at once, a player can 
operate an item still more easily. 

[0057] As mentioned above, although this invention was concretely explained based 
on the operation form, various deformation is possible for this invention in the range 
which is not limited to the above-mentioned operation form and does not deviate 
from the summary. For example, two or more steps in accordance with the method 
concerning this invention can change the sequence in the range which does not 
deviate from the meaning or the range of this invention. 

[0058] Although the above-mentioned operation form explained this invention in 
connection with home video game equipment, this invention can also be applied to 
general purpose computers, arcade game machines, etc., such as a personal 
computer. 

[0059] Although display and the input unit, and the control unit have dissociated with 
the above-mentioned operation form, it is also possible to apply this invention to the 
video game equipment with which display and the input unit, and the control unit 
were unified. 

[0060] With the above-mentioned operation form, CD-ROM is used as a record 
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medium in which the computer read for recording a game program and data is 
possible. However, a record medium may not be limited to CD-ROM and may be the 
magnetic and optical record medium or semiconductor memory of others in which 
the read of computers, such as DVD (Digital VersatileDisc) or a ROM card, is 
possible. Furthermore, you may offer the program and data for the method 
beforehand pre-instaHed in a game machine or storage equipment realizing this 
invention. 

[0061] You may download and use the program and data for realizing this invention 
for HDD18 by the communication interface 17 shown in drawing 1 from other 
devices on the network 100 connected through the communication line 99. Moreover, 
a program and data are recorded on the memory of other devices on a 
communication line 99, and it is also possible to use this program and data for 
RAMI 2 through a communication line 99 if needed, reading them into it one by one. 
[0062] The offer form of the program for realizing this invention or data may be 
offered from other devices on a network 100 as a computer data signal on which the 
subcarrier was overlapped. For example, a control unit 2 can realize this invention 
now by receiving the computer data signal which required transmission of a 
computer data signal of other devices on a communication network 100, and was 
transmitted to them through the communication line 99 from the communication 
interface 17, and storing in RAMI 2. 
[0063] 

[Effect of the Invention] Since the item window which can be arranged freely is 
displayed in the icon showing an item according to this invention, a player can 
classify and arrange an item freely in a window, thereby, can discover the target 
item easily and can operate it. 
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[Brief Description of the Drawings] 

[Drawing 1] It is the block diagram showing the composition of the video game 
equipment concerning an operation gestalt. 

[Drawing 2] (a) is the plan showing a keypad and (b) is the plan showing a keypad. 

[Drawing 3] It is drawing showing an example of a game screen. 

[Drawing 4] It is drawing showing an example of a game screen. 

[Drawing 5] It is drawing showing an example of a game screen. 

[Drawing 6] It is drawing showing an example of a game screen. 

[Drawing 7] It is drawing showing an example of a game screen. 

[Drawing 8] It is drawing showing the storage region prepared in RAM of a control 

unit. 

[Drawing 9] It is the flow chart which shows the procedure which controls game 
equipment. 

[Drawing 10] It is the flow chart which shows the procedure which controls game 
equipment. 

[Drawing 11] It is the flow chart which shows the procedure which controls game 
equipment. 

[Drawing 1 2] It is the flow chart which shows the procedure which controls game 
equipment. 

[Drawing 13] It is drawing showing an example of a game screen. 
[Drawing 14] It is drawing showing the conventional game screen. 
[Description of Notations] 

1 — video game equipment, 2 — control unit, and 3 — an input unit, 4 — CD-ROM, 
5 — memory card, and 6 — an output unit, 1 1 — main-control section, 12 — RAM, 
and 13 — the interface section, 14 — sound processing section, 15 — graphic 
operation section, and 16 — a CD-ROM drive, 17 — communication interface, 18 — 
hard disk drive, and 19 — a bus, 99 — communication line, and a 100 — 
communication network 
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